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IT IS YOUR TURN. YOUR WORD-CARDS ARE: 

FINGER HOUSE READ ROOM 
TOWN NAIL PROOF DOWN 
BUS DUST 


What is your compound word? 


My word is SURFBOARD 

It is made up of SURF and BOARD 

I have 9 cards. 


requires BASIC cartridge CXL4002 
and 16K RAM 

written for the ATARI* computer 


*ATARI is the trademark of Atari, Inc. 




INTRODUCTION: Played as a card game, WORD- 
MATE challenges the player to recognize 
compound words that have been separated 
into two smaller words. 

The program contains ten ’’decks" of word- 
cards. Each deck is made up of 21 cards 
that form ten compound words. There is one 
extra card. Each player combines two words 
to make a compound word. If a compound 
word cannot be formed, a card must be pick¬ 
ed from the other player. 

The object of the game is to use all the 
word-cards in your hand to make compound 
words before the computer does. 

LOADING PROCEDURE: 

Place the cassette into the program recorder 
Type: CLOAD (RETURN) 

Press the play button on the recorder 
Press the (RETURN) key on the computer 
After successfully loading the program, 

Type: RUN (RETURN) 

DIRECTIONS: The screen clears and the wel¬ 

come is printed. If you answer the question 
"DO YOU NEED INSTRUCTIONS?" with an N or NO, 
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the program will continue. If you enter 
a Y or YES, the directions will he printed. 
To continue the program after reading the 
directions, press the lower yellow key 
labeled START . The screen clears and 

.THINKING..appears. It may take 

about ten seconds for the computer to 
choose a deck of word-cards. Once a deck 
has been chosen, the program will deal ten 
cards to you and eleven cards to itself. 
Your word-cards are displayed in reverse 
video at the top of the screen. 

Next the program asks "WHO GOES FIRST (1_- 
HUMAN, 0-COMPUTER)?". Enter a 1 if you 
want to play first, a 0 if you want the 
computer to play first. Although the num¬ 
bers are shown in reverse video, DO NOT 
enter them in reverse video. 

When it is your turn, the computer will 
ask you "WHAT IS YOUR COMPOUND WORD?". 

If you can make a compound word from the 
word-cards in your hand, enter both words 
as the compound word. Eg. Your hand con¬ 
tains: RAIN TREE COAT SUN. You would 
enter RAINCOAT as your compound word. 
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TREE and SUN would remain in your hand. 
If the word that you entered is a compound 
word, the computer will make a sound, and 
print "THAT IS A GOOD WORD”. If you don’t 
have that word or the computer does not 
recognize the word entered it will print 
"I BO NOT RECOGNIZE THAT WORD” and let you 
enter another. NOTE: Due to the combi¬ 
nation of words that appear on the screen, 
a word may be a compound word that's not in 
the computer's vocabulary or it may be two 
words that are often used together but do 
not form a compound word, eg. hot dog, ice 
cream. 

If you cannot form a compound word, enter 
PICK (RETURN). The program will ask you 
"WHICH CARD DO YOU WANT (1-#)?". Enter the 
number of the card that you want. The pro¬ 
gram will tell you the word that you chose. 

Now it is the computer's turn. If the com¬ 
puter has a compound word, each word that 
makes up the compound word will appear on 
either side of the screen and move across 
the screen until they reach the middle. 
"MY WORD IS (COMPOUND WORD)" along with 
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both words that make up the compound word 
will appear in the center of the screen. 
If the computer cannot make a compound 
word, it will pick a card from your hand. 

The game continues, alternating between 
the computer and player until one is 
out of word-cards. There is one extra 
card in each deck to insure that one play¬ 
er will be left with an extra card. 
Unfortunately, the computer is a poor 
sport in this game and if it doesn't win 
it shoots holes in the display. 

MODIFICATIONS: There are ten sets of word- 
cards in the DATA lines 200-246. If you 
want to change the compound words, the 
DATA in the word line and the two follow¬ 
ing lines must be changed. List 205,207. 
The following lines should appear on your 
screen. 

205 DATA LANDSCAPECROSSROADFLASHLIGHTM 
EANTIMEBLUEPRINTGRINDSTONECHEESEBURGER 
BLACKSMITHCLASSMATEUPSETMOTOR 

206 DATA 1,4,5,9,10,14,15,18,19,23,24, 
28,29,32,33,36,37,40,41,45,46,50,51,55 
,56,61,62,67,68,72,73,77,78,82,83,86 
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207 DATA 87,88,89,91,96 


Notice that there are no commas separating 
the words in line 205. To change the DATA, 
enter ten compound words and one extra word. 
The length of the DATA should not exceed 
100 letters. The next line (206) gives the 
starting and ending locations of each word. 
The 1 and 4 are the positions of L and D in 
the word LAND. Find 96 in line 207. This 
is the location of the R in MOTOR. The 
beginning and ending locations of each word 
MUST be entered in this format or the pro¬ 
gram will NOT print or recognize the words 
properly. 


Although T.H.E.S.I.S. is unaware of any 
errors, we will try to rectify any program 
errors if we are made aware of them. 
Customizing of the program must be done by 
the buyer in his locale. 



PARENT/TEACHER GUIDE 


WORD-MATE is one of several learning pro¬ 
grams that uses word-cards. If your child¬ 
ren are not familiar with the card game 
OLD MAID, you may want to introduce it to 
them before playing WORD-MATE on the com¬ 
puter. 

In the classroom, the children can play 
this game with each other if you make 
up a deck of words that could form compound 
words with 3x5 cards. Allow 8 word-cards 
for each child. The larger the deck, the 
more children can play. The entire deck 
should be dealt out to the children. Each 
child takes a turn making a compound 
word from the words in his hand. If a 
word cannot be made, a card should be 
picked from the player on the right. The 
game continues until all the cards are 
played. Score two points for each com¬ 
pound word made. 
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Also from T.H.E.S.I.S. 


GUESSWORD (8K. BASIC) 

(grades 6 + )...cass. $15.00 

WANTED (16K BASIC) 

(grades 4 - 8).... .cass. $15.00 

FISHING for HOMONYMS (16K BASIC) 

(grades 3 - 6).cass. $15.00 

WORD-SCRAMBLE (8K BASIC) 

(grades 1 - 4).cass. $15.00 


^.H.E.S.I.S. 

P.O. Box 147 
Garden City MI 48135 
(313) 595-4722 
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